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INTRODUCTION : Welcome to "War in the East- Invasion of Russia July 

1941". You will command the German and Rumanian Army Divisions. The 
object of the j^ame is to take and hold Mosc'ow. This is not a Arcade 
game but a strategic military game. The computer will defend Russia 
with its divisions. Read the rules carefully. It may look complex at 
first glance but it will come to you quickly in the first few turns. 
This game is 30 turns long and takes about 1% hours to play. 

LOADING GAME ; Load "war". The computer will load 3 programs right 
after each o.ther. So keep the tape recorder on until the map is drawn 
and the border turns black, then turn the recorder off. 

ORDER OF PLAY: BORDER COLOR 


1. German and Rumanian (axis) movement BLACK 

2. Axis combat phase flAGENTA 

3. Russian movement phase RED 

4. Russian combat phase MAGENTA 

5. Reinforcements for both sides GREEN 


KNOWLEDGE OF MAP : » 

f =F0RREST 
d =CITY 

= MARSH OR SWAMPS 
=MOUNTAINS 
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KNOWLEDGE OF DIVISIONS AND BRIGADES ; Ml of your armies are the 
black letter divisions & the Fiussians are in red. Each different 
letter stands for what type of division or bri^yade it is. Below is 
a diagram for what each one stands for; maximum movement points 
per turn; and what its attack/defence strength is. 


UNIT 

DISC. 

riAX. MOVEMENT 

ATTACK/DEFENCE 

TYPE 

POINTS PER TURN 

1 

STRENGTH 

G 

German Inf ant ry^^Division 

' i. . 

German Panzer Division 

2 

6 

P 

3 

9 

R 

Rumanian Infantry Division 

2 

2 

I 

German Infantry Brigade 

2 

1 

T 

German Panzer Brigade 

3 

3 


RUSSIAN UNITS 



R 

Russian Rifle Division 

2 

1 

B 

Russian Tank Brigade 

3 

3 

C 

Russian Calvary 

1 

2 

T 

Russian Tank Division 

3 

8 

I 

Russian Infantry Division 

2 

4 


MOVEMENT ; All infantry divisions and brigades can move a maximum of 

2 movement points per turn. All Panzer divisions and brigades up to 

3 movement points per turn. All clear terrain and forrest take 1 
movement point to enter. The marsh (swamps) take 2 movement to enter. 
On the computer the numbers 5,6,7,8 will move you in the direction of 
the arrov/s on those keys. V/hen you start you will notice one of your 
units will blink. This is the one which you can move. The #4 key will 
remind you which unit is to be moved if you forget v/hich one is to be 
moved. The #9 key is used if you do not want to move that unit at all 
or if you do not want to move all the maximum points that turn. Each 
unit will have its chance to move until all of your units have had a 
chance to move. Then it v/ill be the German attack phase and the border 
will turn to magenta. The computer will do the attack phase, the 
Russian movement phase, Russian attack phase, then the reinforcements 
for both sides if any. This will take about 45 seconds to do. So sit 
back and watch. It will be your movement phase again when the border 
turns black again. 


ZONE OF CONTROL ; All units exert a zone of control (Z-C) in all 8 
squares around them. Any enemy unit v;hich enters any of the 8 squares 
will automatically stop and can no longer move even if they still have 
movement points left. If you start in a Z-C of a Russian unit or enter 
the Z-C of one your unit v;ill stop and can not move. 


Z 

Z 

z 

Z 

R 

z 

z 

Z 

z 


Z= zone of control 
R= Russian unit 


Below is example of Z-C 


3sl3 


Gs»German unit 
R=Russian unit 


must stop here 
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ZONE OF CONTROL (cont.) : Z—C has no effect on friendly units. You 
can not move one of your units on top of another unit. If you try 
to a 'X' will blink on that unit. This means you can not move to 
that square. 

EFFECTS OF TERRAIN ON MOVEMENT : The forrest squares have no effect 
on movement. The marshlands Tsv/amns) take 2 movement points to enter 
during the summer and rainy seasons (Mud Turns). So a German Infantry 
unit which is next to a swamp can move into the swamp square but can 
no longer move since it moved the maximum movement points. A Panzer 
division or brigade can move into a swamp and will have one movement 
point left and can not move into another swamp square that turn. But 
can move into a clear or forrest square. 

SUPPLY LINE ; You will notice at the bottom of the map one square will 
be blinking. This is how for out the supplies can reach your units. 
All Axis units straight up that line or to the left of the line are 
in full supply. All Axis units to the right of the line are out of 
supply. Every other turn the supnly line v/ill move one square to the 
right. All Axis units to the right of the supply line will have their 
attack/defence strength halved. All units supplied or unsupplied v/ill 
still have normal movement. All Russian units are considered in full 
supply at all times. 

TURNS OF’ GAME : Turns 1-11 are summer turns. Turns 12 & 13 are the 
rainy turns TMud Turns). At the top of the man you will notice "MT" 
appear on turns 12 & 13 to remind you it is a Mud Turn. Turns 14-30 
are winter turns and "Winter" will appear at the top of the map. 

This game is set up for 30 turns or iioscow falls for 4 consecutive 
turns. 

MUD TURNS ; Turns 12 & 13 are the rainy seasons. All Axis units 
attack/defence strength will be halved. All Axis units will have 
only 1 movement point per turn. So axis units out of supply during 
the Mud Turns will have '4 str'ength. No Axis unit can move into a 
swamp square since it takes 2 movement points to enter. 

V/INTER TURNS : Turns 14 thru 30 are winter turns. All movement is 
normal. The swamp squares take only one movement point to enter 
since they have frozen. 

COMBAT ; Combat takes place when any of your units are in the Z-C of 
a Russian unit and at least a 1 TO 2 odds. A German unit cdn only 
attack one Russian unit a turn even if there is move than one Russian 
in its Z-C. To check the odds divide the Russian Strength into the 
German strength. So if a German infantry division in full supply 
would have a strength of 6; attacking a Russian calvary; strength 
of 2 would be '6 to 2' odds or '3 to 1' odds. Look at the-attack 
chart and look under the table with the odds in that range. 




/'TTACK CHART ON NEXT PAGE 
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ATTACK CHART 
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DE*Defender Eliminated attacker will also move into defenders square 
EXsExchanp.e—attacker will also move into the defender square, if(P)or(G3 
DR=Defender retreat- attacker move into Russia square 
BR*Both sides retreat 

AR«Attacker retreat- Defender move into attacker square 


The computer will pick a number from 1 to 6 and add whatever the 
attack odds are between the units. (Example: 3 to 1 odds, if the 
computer picked '5'; it would add 3 to it or a total of 8. \#iich 
would be on the chart a *• DR ' . Tliis means the defender in this case 
the Russian v/ould retreat one sauare and your unit would advance into 
the vacated square.) If a German unit which attacks gets a 'EX' 
and your unit is a German infantry division or German Panzer division 
(G or P) it will not be totally eliminated. The Division is turned 
into a Brigade. So a Panzer division (P) will end up a (T) and an 
Infantry division (G) into Infantry brigade (I). It takes greater 
than 2 to 1 odds to have a chance to kill a Russian unit, but there is 
one other way to kill a Russian unit (or visa versa) if you have two 
small units near a Russian unit and the odds are not enough to kill 
it but just make it retreat. Say you have two German infantry brigades 
(I) with a attack/defence strength of 1 each against a (R) Russian 
rifle division with a defence of 1. If you put a unit on both sides 

_ . - _ - y ^ f I _ __- 


of the Russian unit (Example: 


or 




and you get at least a 'BR' 


the Russian has to retreat first. Since it is totally surrounded it 
can not retreat and is eliminated. 


Here is the table of what haopens to units which are inflicted with 
'EX" or "DE' 


Before After 

Combat Combat 


AXIS 

UNITS- 


p 

T 

T 

eliminated 

G 

I 

I 

eliminated 

R 

eliminated 


T 

B 

B 

eliminated 

I 

R 

R 

eliminated 


RUSSIAN 

UNITS 


n 


<^11 J'li 
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REINFORCEMENTS : If any German reinforcements come that turn they will 
appear next to Berlin and the Russians on the right side of the map. 

MORALE r On turn 12 the German morale will lower and Russians will 
rise. The Germans had expected to win hy the end of the summer and 
when they didn.t their morale fell. To take account of this the 
computer will subtract 1 from your attack number and add 1 to the 
Russian attack number. 

RESAVING THE GAME ; At the beginning of any turn if you want to save 
the game for another time, turn your tape recorder on and push the #1 
key. It will save all 3 programs ,just like in the loading, 

WINNING THE GAME ; There is no points or score to \^^in the game. Below 
is a chart ta tell you how v/ell you did in the game. If you look at 
the top of the map you will see "r'!F=0". This means that Moscow has 
fallen for 0 consecutive turns. For each consecutive turn you have 
taken Moscow for the most times the number will increase by 1. 

GERMAN DECISIVE VICTORY; Take and hold Moscow for 4 consecutive turns. 


GERMAN 

STRATEGIC 

VICTORY 

: Take 

and 

hold 

Moscow for 

3 consecutive turns. 

GERMAN 

MINIMAL VICTORY: 

Take and hold Moscow for 2 

consecutive 

turns. 

RUSSIAN 

MINIMAL 

VICTORY: 

If Moscow 

falls 

for only 1 

consecutive 

turn. 

RUSSIAN 

DECISIVE 

VICTORY 

: Stop 

the 

fall 

of Moscow. 




Moscow falls if you have a unit on top of Moscow at the end of 
each turn. Or if you havJ a German unit in the Z-C of Moscow and no 
Russian units are in the Z-C of Moscow. But if no one is in Moscow 
and both you and a Russian unit are in the Z-C of Moscow it is 
considered in Russian hands. Moscow does not fall if you enter Moscow and 
is pushed hack during the Russian attack phase. 

QUICK REVIEW OF NUMBERS USED ON KEYBOARD ; #4 reminds you which unit 
that can move. 7''/5,6,7,8 move the unit in the direction of the arrows 
on those keys. #9 ends movement of that unit. 

EFFECTS OF TERRAIN AND V/EATHER On RUSSIAN UNITS ; The terrain of any 
kind have no effect on the Russian movement including Swamps. During 
the Mud Turns the Russians v/ill have full movement. Mud Turns only 
effect the Germans. Plus the Russians attack/defence strength v/ill 
not be halved during the Mud Turns. 

HINTS IN PLAYING THE GAME ; On the first turn move every one up 
against the Russian units for maximum kill. Their front line will 
collapse by the end of turn 2. Send your units as fast as you can on 
Moscov/. STAY OUT OF THE SV/AMPS! Try to keep your spearhead away 
from the Russian Reserves. Your back un units can mop them up. 

It may look easy the first 6 or 7 turns to take Moscow but you'll 
find out how hard it will be. By turn 10 the Russians are going to 
be swarming around Moscov/. It v;ill be very hard to take Moscow for 
4 turns. But in real life Moscow never fell so don't fell bad if you 
can't take it. Hope you enjoy the game. Ifyou have any questions 
send them along with a stamped self-addressed envelope and all 
question^ will be ansv/ered. 

HARK L STUEBER 
1102 ATLEE ROAD 
MECHANICSVILLE, VA. 23111 






